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(54) Gaming device 

(57) The present invention is a gaming device that 
enables players to accumulate awards until there is no 
more awards or until one or more termination variables 
reaches a predetermined limit. The gaming device in- 
cludes at least one random generation device, one of 
which generates awards upon a player input. The gam- 
ing device also includes one or more termination varia- 
bles, each defined by or divisible into a plurality of units, 
whereby a random generation device generates an 
amount of units upon a player input. The gaming device 
also includes a game termination limit of accumulated 
or lost termination units, whereby a player generates 
awards until accumulating or losing the termination limit 
of units. 
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Description 

[0001] The present invention relates in general to a 
gaming device, and more particularly to a game in a 
gaming device in which a player picks selections to ob- 
tain gaming device awards until no selections remain or 
until a termination variable ends the game. 

BACKGROUND OF THE INVENTION 

[0002] In gaming machines, the games must come to 
an end. In a slot machine game, the game ends when 
the reels stop and the gaming device analyzes the sym- 
bol positions to determine if one or more winning out- 
comes exist. In a poker game, the game randomly deals 
cards, the player has one or more opportunities to ran- 
domly generate one or more new cards and the player 
wins or loses based on the final combination of cards. 
In blackjack, the players card values add until the play- 
er's hand beats the dealer's hand, loses to the dealer's 
hand or busts. 

[0003] In each of these well known games, the game 
ends after a number of random generations. In slot, the 
game ends after one random generation. In poker, the 
game ends after one, two or more random generations, 
depending on the type of poker game. In blackjack, the 
number of generations varies, but has a limit; namely, 
the number accumulates until the card denominations 
add to a desired number or exceed twenty one. 
[0004] Known bonus games employ a plurality of 
game ending strategies. One known strategy is a do- 
until sequence, in which the player picks until picking a 
bonus terminator. European Patent Application No. EP 
0 945 837 A2 filed on March 18, 1999 and assigned on 
its face to WMS Gaming, Inc. discloses a bonus game 
in which a player has one or more opportunities to select 
masked bonus awards. When the player selects a 
masked award, the game reveals the selection and pro- 
vides the award to the player. The player selects until 
selecting a game terminator. 

[0005] Another known bonus game ending strategy 
includes letting the player decide whether to end the 
game with a particular result or trade results with the 
hope of obtaining a higher award. The TOP DOLLAR™ 
gaming device, which is manufactured and distributed 
by the assignee of this application, provides the player 
with three offers and a final award. When an offer is giv- 
en, the player may accept or reject it. If the player ac- 
cepts an offer, the player receives the accepted bonus 
amount and the bonus round terminates. If the player 
declines an offer, the game generates another offer for 
the player, which may be a higher or lower award. The 
game is similar to poker, wherein the player has a limited 
opportunity to better an outcome. 
[0006] In each of the foregoing games, the game ends 
upon a limited number of random generations or upon 
a result of the random generations, In an effort to create 
a more entertaining and exciting game, a need exists to 



create new apparatus and methods for ending a game 
and combine these with the known methods described 
above. 

5 SUMMARY OF THE INVENTION 

[0007] The present invention provides a gaming de- 
vice and in particular a primary or bonus game of a gam- 
ing device that enables players to accumulate awards 
until there is no more awards or until one or more termi- 
nation variables reaches a predetermined limit. The 
gaming device includes at least one random generation 
device that generates awards upon a player input. The 
gaming device also includes one or more termination 
variables, each defined by a plurality of units, whereby 
one of the random generation devices generates an 
amount of units upon a player input. The termination var- 
iables each have an associated termination limit of ac- 
cumulated or lost termination units, whereby a player 
generates awards until reaching the termination limit. 
The termination limit may be reached by accumulating 
or losing the units. 

[0008] The gaming device preferably includes a plu- 
rality of termination variables, wherein each has its own 
termination limit of units. The game thereby enables the 
player to generate awards until the first of said variables 
reaches its termination limit of units. 
[0009] The gaming device provides a number of se- 
lectors, displays them to the player and generates an 
award for the player when the player picks a selector. 
The game preferably simultaneously displays each of 
the selectors to the player. The game enables the player 
to generate awards until reaching a termination limit of 
units (as mentioned above) or until no unpicked selec- 
tors remain, whichever occurs first. In one embodiment, 
the game picks the first selector for the player. In another 
embodiment, the player picks the first selector, 
[0010] The gaming device of the present invention is 
adapted to randomly assign units or a number of units 
for one or more of the termination variables to each se- 
lector, whereby a player receives the assigned units up- 
on picking a selector. The gaming device is also adapted 
to include a pick order, wherein the game randomly as- 
signs units or a number of units to each pick of the order, 
and whereby a player receives the assigned units based 
on which pick of the order the player makes. 
[0011] In one embodiment of the present invention, 
the gaming device also generates survival units associ- 
ated with termination variable that counteract the units 
towards the termination limit of said termination varia- 
ble. The game preferably randomly generates the sur- 
vival units upon a player's pick of a selector. The game 
may be adapted to randomly assign survival units or a 
number of survival units to each selector, whereby a 
player receives the assigned survival units upon picking 
a selector. The game is alternatively adaptable to ran- 
domly assign a number of survival units to a pick of an 
order, whereby a player receives the assigned survival 
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units based on which pick of the order that the player 
makes. The game also enables the player to exchange 
at least one gaming device award for at least one sur- 
vival unit. 

[0012] In one embodiment, the game also provides a 
selector order, whereby a player must pick at least one 
selector before picking at least one other selector. The 
present invention is adapted so that one of the selectors, 
and preferably the final selector of an order, has an as- 
sociated jackpot award. Another embodiment of the 
game includes at least one set of selectors, wherein the 
game only enables the player to pick a predetermined 
proportion of the selectors in a set. The game in a further 
embodiment diverts the player, upon a player's pick, to 
pick a different selector than the picked selector. The 
gaming device alternatively diverts the player to a differ- 
ent predetermined selector. 

[0013] In a multistage embodiment of the present in- 
vention, the player plays a stage of the game and ad- 
vances by selecting a jackpot, surviving a number of se- 
lections or advancing to the end of a path. The player 
otherwise terminates the game by reaching a termina- 
tion limit of units of one of the termination variables. 
Each stage is adapted to have a jackpot award at the 
end or to simply advance the player. After a predeter- 
mined number of stages, the game ends and optionally 
provides a final jackpot award. 

[0014] The multistage embodiment includes random- 
ly generating the advance to a subsequent stage or jack- 
pot, such that the game can conceivably generate the 
advance or jackpot on the first pick of a stage. Alterna- 
tively, the player is required to advance along a certain 
predetermined path or survive a predetermined number 
of picks. The common element in each multistage im- 
plementation is that the player plays against the termi- 
nation variables, which tend towards game termination 
with each pick of a selector. 

[0015] It is therefore an advantage of the present in- 
vention to provide a gaming device in which a player 
continues to pick selectors for gaming device awards 
until no unpicked selectors remain or until a termination 
variable ends the game. 

[001 6] Other objects, features and advantages of the 
invention will be apparent from the following detailed 
disclosure, taken in conjunction with the accompanying 
sheets of drawings, wherein like numerals refer to like 
parts, elements, components, steps and processes. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0017] 

Fig. 1A is a front-side perspective view of one em- 
bodiment of the gaming device of the present inven- 
tion. 

Fig. 1B is a front-side perspective view of another 
embodiment of the gaming device of the present in- 
vention. 



Fig. 2 is a schematic block diagram of the electronic 
configuration of one embodiment of the gaming de- 
vice of the present invention. 
Fig. 3 is a front elevational view of one of the display 

5 devices of Figs. 1A and 1B, which illustrates one 
general embodiment of the present invention. 
Figs. 4A through 4C are front elevational views of 
one of the display devices of Figs. 1 A and 1B illus- 
trating one alternative of the general embodiment 

10 of Fig. 3, which Includes an award exchange fea- 
ture. 

Figs. 5A through 5C are enlarged front elevational 
views of one of the display devices of Figs. 1 A and 
1B illustrating one alternative of the general embod- 
15 iment of Fig. 3, which includes a unit exchange fea- 
ture. 

Figs. 6A and 6B are tables that illustrate at least por- 
tions of award databases, which the present inven- 
tion employs to generate an award. 

20 Figs. 7A through 7E are tables that illustrate at least 
portions of termination and survival unit databases, 
which the present invention employs to generate 
termination and survival units. 
Fig. 8 is schematic flow diagram illustrating one 

25 method for randomly enabling a player to exchange 
awards for survival units. 

Fig. 9 is schematic flow diagram illustrating one 
method for randomly enabling a player to exchange 
termination units between variables. 
30 Figs. 10A through 10E are front elevational views 
of one of the display devices of Figs. 1 A and 1 B il- 
lustrating an example of a general embodiment of 
the present invention. 

Fig. 11 is a front elevational view of one of the dis- 
ss play devices of Figs. 1 A and 1 B illustrating one re- 
lated selector embodiment of the present invention, 
which includes a plurality of selector groups. 
Fig. 12A is a front elevational view of one of the dis- 
play devices of Figs. 1 A and 1 B illustrating another 
40 related selector embodiment of the present inven- 
tion, which includes a predetermined pick order or 
path. 

Fig. 1 2B is a front elevational view of one of the dis- 
play devices of Figs. 1 A and 1 B illustrating a further 

45 related selector embodiment of the present inven- 
tion, which includes a final jackpot award and mul- 
tiple selectable paths thereto. 
Fig. 1 2C is a front elevational view of one of the dis- 
play devices of Figs. 1A and 1B illustrating yet an- 

so other related selector embodiment of the present in- 
vention, which includes a plurality of indicators and 
multiple selectable paths between the indicators. 
Fig. 1 3 is a front elevational view of one of the dis- 
play devices of Figs. 1 A and 1 B illustrating yet a fur- 

55 ther related selector embodiment of the present in- 
vention that Includes a plurality of selector groups 
and a predetermined pick order or path between the 
groups. 
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Fig. 14 is schematic flow diagram illustrating one 
method for randomly generating a detour, wherein 
the game directs the player to make another selec- 
tion. 

Figs. 15A through 15D are front elevational views 
of one of the display devices of Figs. 1A and 18 il- 
lustrating one example of a masked selector em- 
bodiment of the present invention. 
Figs. 16 is a front elevational views of one of the 
display devices of Figs. 1A and 1B illustrating an- 
other example of a masked selector embodiment of 
the present invention. 

DETAILED DESCRIPTION OF THE INVENTION 

Gaming Device and Electronics 

[0018] Refarring now to the drawings, and in particu- 
lar to Figs. 1A and 1B, gaming device 10a and gaming 
device 1 0b illustrate two possible cabinet styles and dis- 
play arrangements and are collectively referred to here- 
in as gaming device 10. The present invention includes 
the game (described below) being a stand alone game 
or a bonus or secondary game that coordinates with a 
base game. When the game of the present Invention is 
a bonus game, gaming device 10 in one base game is 
a slot machine having the controls, displays and fea- 
tures of a conventional slot machine, wherein the player 
operates the gaming device while standing or sitting. 
Gaming device 1 0 also includes being a pub-style or ta- 
ble-top game (not shown), which a player operates while 
sitting. 

[0019] The base games of the gaming device 10 in- 
clude slot, poker, blackjack or keno, among others. The 
gaming device 10 also embodies any bonus triggering 
events, bonus games as well as any progressive game 
coordinating with these base games. The symbols and 
indicia used for any of the base, bonus and progressive 
games include mechanical, electrical or video symbols 
and indicia. 

[0020] In a stand alone or a bonus embodiment, the 
gaming device 10 includes monetary input devices. 
Figs. 1A and 1B illustrate a coin slot 12 for coins or to- 
kens and/or a payment acceptor 1 4 for cash money. The 
payment acceptor 1 4 also includes other devices for ac- 
cepting payment, such as readers or validators for credit 
cards, debit cards or smart cards, tickets, notes, etc. 
When a player inserts money in gaming device 10, a 
number of credits corresponding to the amount depos- 
ited is shown in a credit display 16. After depositing the 
appropriate amount of money, a player can begin the 
game by pulling arm 18 or pushing play button 20. Play 
button 20 can be any play activator used by the player 
which starts any game or sequence of events in the 
gaming device. 

[0021] As shown in Figs. 1A and 1B. gaming device 
10 also includes a bet display 22 and a bet one button 
24. The player places a bet by pushing the bet one but- 



ton 24. The player can increase the bet by one credit 
each time the player pushes the bet one button 24. 
When the player pushes the bet one button 24, the 
number of credits shown in the credit display 16 de- 

5 creases by one. and the number of credits shown in the 
bet display 22 increases by one. At any time during the 
game, a player may "cash out" by pushing a cash out 
button 26 to receive coins or tokens in the coin payout 
tray 28 or other forms of payment, such as an amount 

10 printed on a ticket or credited to a credit card, debit card 
or smart card. Well known ticket printing and card read- 
ing machines (not illustrated) are commercially availa- 
ble. 

[0022] Gaming device 10 also includes one or more 
15 display devices. The embodiment shown in Fig. 1A in- 
cludes a central display device 30, and the alternative 
embodiment shown in Fig. 1 B includes a central display 
device 30 as well as an upper display device 32. The 
display devices display any visual representation or ex- 
20 hibition, including but not limited to movement of phys- 
ical objects such as mechanical reels and wheels, dy- 
namic lighting and video images. The display device in- 
cludes any viewing surface such as glass, a video mon- 
itor or screen, a liquid crystal display or any other static 
25 or dynamic display mechanism. In a video poker, black- 
jack or other card gaming machine embodiment, the dis- 
play device includes displaying one or more cards. In a 
keno embodiment, the display device includes display- 
ing numbers. 

30 [0023] The slot machine base game of gaming device 
10 preferably displays a plurality of reels 34, preferably 
three to five reels 34, in mechanical or video form on 
one or more of the display devices. Each reel 34 dis- 
plays a plurality of indicia such as bells, hearts, fruits, 

35 numbers, letters, bars or other images which preferably 
correspond to a theme associated with the gaming de- 
vice 10. If the reels 34 are in video form, the display de- 
vice displaying the video reels 34 is preferably a video 
monitor. Each base game, especially in the slot machine 

40 base game of the gaming device 10, includes speakers 
36 for making sounds or playing music. 
[0024] Referring now to Fig. 2, a general electronic 
configuration of the gaming device 10 for the stand 
alone and bonus embodiments described above prefer- 

45 ably includes: a processor 38: a memory device 40 for 
storing program code or other data; a central display de- 
vice 30; an upper display device 32: a sound card 42; a 
plurality of speakers 36; and one or more input devices 
44. The processor 38 is preferably a microprocessor or 

50 microcontroller-based platform which is capable of dis- 
playing images, symbols and other indicia such as im- 
ages of people, characters, places, things and faces of 
cards. The memory device 40 includes random access 
memory (RAM) 46 for storing event data or other data 

55 generated or used during a particular game. The mem- 
ory device 40 also includes read only memory (ROM) 
48 for storing program code, which controls the gaming 
device 10 so that it plays a particular game in accord- 
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ance with applicable game rules and pay tables. 
[0025] As illustrated in Fig. 2, the player preferably us- 
es the input devices 44 to input signals into gaming de- 
vice 10. In the slot machine base game, the input devic- 
es 44 include the pull arm 18, play button 20, the bet 
one button 24 and the cash out button 26. A touch 
screen 50 and touch screen controller 52 are connected 
to a video controller 54 and processor 38. The terms 
"computer" or "controller" are used herein to refer col- 
lectively to the processor 38, the memory device 40, the 
sound card 42, the touch screen controller and the video 
controller 54. 

[0026] In certain instances, it is preferable to use a 
touch screen 50 and an associated touch screen con- 
troller 52 instead of a conventional video monitor display 
device. The touch screen enables a player to input de r 
cisions into the gaming device 10 by sending a discrete 
signal based on the area of the touch screen 50 that the 
player touches or presses. As further illustrated in Fig. 
2, the processor 38 connects to the coin slot 12 or pay- 
ment acceptor 14. whereby the processor 38 requires a 
player to deposit a certain amount of money in to start 
the game. 

[0027] It should be appreciated that although a proc- 
essor 38 and memory device 40 are preferable imple- 
mentations of the present invention, the present inven- 
tion also includes being implemented via one or more 
application-specific integrated circuits (ASIC's), one or 
more hard-wired devices, or one or more mechanical 
devices (collectively referred to herein as a "proces- 
sor"). Furthermore, although the processor 38 and 
memory device 40 preferably reside in each gaming de- 
vice 10 unit, the present invention includes providing 
some or all of their functions at a central location such 
as a network server for communication to a playing sta- 
tion such as over a local area network (LAN), wide area 
network (WAN), Internet connection, microwave link, 
and the like. 

[0028] With reference to the slot machine base game 
of Figs. 1A and 1B, to operate the gaming device 10, 
the player inserts the appropriate amount of tokens or 
money in the coin slot 12 or the payment acceptor 14 
and then pulls the arm 18 or pushes the play button 20. 
The reels 34 then begin to spin. Eventually, the reels 34 
come to a stop. As long as the player has credits re- 
maining, the playercan spin the reels 34 again. Depend- 
ing upon where the reels 34 stop, the player may or may 
not win additional credits. 

[0029] In addition to winning base game credits, the 
gaming device 10, including any of the base games dis- 
closed above, also includes bonus games that give play- 
ers the opportunity to win credits. The gaming device 10 
preferably employs a video-based display device 30 or 
32 for the bonus games. The bonus games include a 
program that automatically begins when the player 
achieves a qualifying condition in the base game. 
[0030] In the slot machine embodiment, the qualifying 
condition includes a particular symbol or symbol combi- 



nation generated on a display device. As illustrated in 
the five reel slot game shown in Figs. 1A and 1B, the 
qualifying condition includes the number seven appear- 
ing on three adjacent reels 34 along a payline 56. It 
5 should be appreciated that the present invention in- 
cludes one or more paylines, such as payline 56, where- 
in the paylines can be horizontal, diagonal or any com- 
bination thereof. 

10 Termination Variables 

[0031] Referring now to Fig. 3, one general embodi- 
ment of the present invention includes a display on a 
display device 30 or 32 having a plurality of selectors 

*5 100, a paid display 102 and a plurality of termination 
variables, Termination Variable #1 ("variable 1") and 
Termination Variable #2 ("variable 2"). The selectors 
100, which are displayed generally as selectors "A" 
through "H" are preferably simulated selectors on the 

20 display device 30 or 32, and the display device prefer- 
ably includes a touch screen 50 and associated touch 
screen controller 52. Each selector is thus a separate 
area of the display device adapted such that when a 
player touches an area, the touch screen 50 and con- 

25 troller 52 send a discrete input to the processor 38. 
[0032] The selectors "A" through "H" are alternatively 
electromechanical input devices 44 (Fig. 2) mounted to 
the cabinet of the gaming device 10. The electrome- 
chanical selectors are adapted such that when a player 

30 presses a selector, the input device 44 typically closes 
a circuit (not illustrated), which enables a discrete input 
to be sent to the processor 38. The example in Fig. 3 
includes eight selectors 100; however, the present in- 
vention includes providing any number of selectors, 

35 which display any indicia desired by the implementor. 
[0033] The paid display 102 is preferably a simulated 
indicator on the display device 30 or 32, as illustrated, 
but is alternatively an electromechanical device mount- 
ed to the cabinet of the gaming device 1 0. The paid dis- 

40 play 102 indicates the value of a recent award paid to 
the player and is distinguishable from the credit display 
1 6, which shows the recent award plus the player's pre- 
vious total award. The display devices 30 or 32 of the 
present invention preferably indude other indicators and 

45 selectors (not illustrated) associated with the base 
games of slot, poker, blackjack, keno, etc. or with a 
stand alone embodiment. 

[0034] The present invention includes a plurality of in- 
dicators associated with the termination variables 1 and 

50 2. The variables include a termination unit indicator 1 04 
that displays a generation of termination units. While the 
termination variables are being described generally, it 
should be appreciated that in one preferred implemen- 
tation, the termination variables represent physical 

55 items associated with the theme of the gaming device 
1 0. For instance, one termination variable may be water, 
wherein a termination unit includes any unit of water 
such as a quart or gallon. 
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[0035] The game generates the termination units and 
displays them in the indicator 104. When the game gen- 
erates a predefined number of the termination units, the 
game ends. The termination units displayed as positive 
values in the indicator 104 are thus detrimental to the 
player. 

[0036] The game also generates survival units and 
displays them in the indicator 106. The survival units 
counteract or offset the termination units. The survival 
units, which are also displayed as positive values, are 
displayed in the Indicator 106 are thus desirable for the 
player. The accumulation indicator 108 displays the ac- 
cumulation of any termination units and survival units, 
which indicates how close the game is to termination 
based on termination variable 1 . The indicators include 
displaying numbers, gauges, meters, graphs, pie-charts 
or any other percent full or percent empty method of in- 
dication. The termination limit could start at zero and in- 
crease or start a fixed amount and decrease. 
[0037] The display 110 of variable 1 includes a termi- 
nation limit such as twenty, which is the amount of ter- 
mination units that the player must, in this example, lose 
for the game to terminate. The display 1 1 0 of variable 1 
illustrates a decreasing variable, wherein the termina- 
tion units subtract from a starting number which is the 
termination limit, and the survival units add back to the 
accumulation. For instance, in a desert survival themed 
game, if the variable is water, the units are gallons, the 
player Initially starts with twenty gallons of water and 
loses and/or gains gallons of water upon successive 
random generations. When the accumulation indicator 
108 displays zero units, the game ends. It should also 
be appreciated that partial units of different units such 
as quarts may also be employed. 
[0038] The display 1 1 0 of variable 2 includes a termi- 
nation limit such as 100, which is the amount of termi- 
nation units that the player must in this example accrue 
for the game to terminate based on termination variable 
2. The display 1 1 0 of variable 2 illustrates an increasing 
variable, wherein the termination units add from a start- 
ing number such as zero, and the survival units subtract 
from the accumulation. In the desert survival themed 
game, if the variable 2 is sunburn and the units are 
hours, the player initially starts with no hours of sunburn 
and gains and/or loses hours of sunburn upon succes- 
sive random generations. When the accumulation indi- 
cator 108 displays 100 units, the player dies form sun- 
burn and the game ends. 

[0039] The present invention includes any number of 
termination variables. The general embodiment of Fig. 
3 has two variables, however, the present invention con- 
templates other embodiments providing one or many 
variables, When the game includes more than one var- 
iable, the game preferably terminates when the units of 
one of the variables reach the variable's termination lim- 
it. That is, in Fig. 3, the game ends when no variable 1 
termination units remain or the game accrues 100 vari- 
able 2 termination units, whichever occurs first. 



[0040] Referring now to Figs. 4A through 4C, one al- 
ternative of the general embodiment of Fig. 3 includes 
a display on a display device 30 or 32 having the above 
described selectors and an award exchange selector 

5 112 associated with the variables 1 and 2. In Fig. 4A, 
the award exchange selector 112 for variable 1 enables 
the player to exchange twenty awards for five survival 
units. The award exchange selector 112 for variable 2 
enables the player to exchange twenty awards for twen- 

10 ty-five survival units. The present invention includes pro- 
viding an award exchange selector 112 for one, more 
than one or all the variables. The game includes an 
award exchange selector 112 charging or debiting the 
player any desired amount of awards such as twenty 

15 awards for both variables. 

[0041] As illustrated in Fig. 4A, the game includes an 
award in an exchange netting different amounts of sur- 
vival units for different variables. The rate of exchange 
preferably comports with the game math developed by 

20 the game implementor. Since, the termination limit for 
variable 2 (1 00) is five times greater than the termination 
limit for variable 1 (20), the exchange rate preferably 
provides more survival units per award for variable 2 
than for variable 1. It should also be appreciated that 

25 one exchange could relate to two or more of the varia- 
bles. 

[0042] Fig. 4B illustrates the player 114 selecting the 
award exchange selector 112 for variable 1. The game 
deducts twenty awards from the paid display 102 and 

30 adds five survival units to the accumulation indicator 
108, per the exchange rate displayed on the award ex- 
change selector 1 1 2 for variable 1 , as illustrated by Figs. 
4A and 4B, Since variable 1 is a decreasing variable (e. 
g., 20 units to zero), adding survival units benefits the 

35 player. 

[0043] Fig. 4C illustrates the player 114 selecting the 
award exchange selector 112 for variable 2. The game 
deducts twenty more awards from the paid display 102 
and subtracts twenty-five survival units from the accu- 

40 mulation indicator 108, per the exchange rate displayed 
on the award exchange selector 112 for variable 2, as 
illustrated by Figs. 4A and 4C. Since variable 2 Is an 
increasing variable (e.g., zero to 100 units), subtracting 
survival units benefits the player. 

45 [0044] In Figs. 4A through 4C, the game debits 
awards from the paid display 102, which as described 
above, indicates the value of an award or bonus award 
attained by the player during the present game play or 
round and is distinguishable from the credit display 16, 

50 which shows the player's previous total award. In a bo- 
nus game, the game preferably only debits awards that 
the player accrues during the bonus game and does not 
reach to the player's base game awards or credits. In a 
stand alone or primary embodiment, the game alterna- 

55 tively includes debiting awards from the credit display 
16. 

[0045] Figs. 4A through 4C each display the award 
exchange selectors 112. In a bonus game embodiment, 
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the game includes enabling the exchange selectors at 
all times, as long as the player accrues the debit amount 
in the bonus round. To display accrued bonus round 
awards, the game contemplates the paid display 1 02 ac- 
cruing bonus round awards, similar to the credit display 
16, but only for the bonus round. The game alternatively 
includes enabling the exchange selectors 1 1 2 only after 
the game pays out a gaming device win, displayed in 
the paid indicator 102, of at least the debit amount. In 
the latter embodiment illustrated In Figs. 4A through 4C, 
the player is enabled to select one of the exchange se- 
lectors 112 after winning at least twenty awards and is 
enabled to select both of the exchange selectors 112 
after winning at least forty awards. 
[0046] The present invention includes enabling the 
player to select one or both award exchange selectors 
112 a plurality of limes as long as the player has a suf- 
ficient amount of awards to debit. The present invention 
also contemplates a cap or limit, such that the game 
does not accumulate a negative number of units in an 
increasing variable embodiment or surpass an initial 
starting point in a decreasing variable embodiment. 
[0047] The present invention also includes randomly 
enabling the player to exchange awards for survival 
units. In a random exchange embodiment, the game first 
qualifies the exchange by ensuring that the player has 
enough awards to exchange. A flowchart illustrating a 
random award for unit exchange is discussed below. 
The present invention also contemplates any suitable 
manner for obtaining survival units. 
[0048] Referring now to Figs. 5A through 5C, one al- 
ternative of the general embodiment of Fig. 3 includes 
a display on a display device 30 or 32 having the above 
described selectors and a unit exchange selector 116 
associated with the variables 1 and 2. In Fig. 5A. the unit 
exchange selector 116 for variable 1 enables the player 
to accept five variable 1 termination units in exchange 
for gaining twenty-five variable 2 survival units. The unit 
exchange selector 116 for variable 2 enables the player 
to accept twenty-five variable 2 termination units in ex- 
change for gaining five variable 1 survival units. 
[0049] The game includes providing a unit exchange 
selector 1 1 6 for one, more than one, or all the variables. 
The game includes the unit exchange selector 116 hav- 
ing any exchange rate such as 1 :5 for variable 1 and 5: 

1 for variable 2. As illustrated in Fig. 5A, the game in- 
cludes two variables having exchange selectors 116 
with inversely proportional exchange rates. The ex- 
change rates preferably comport with the game math 
developed by the game impiementor. The present in- 
vention also contemplates non-reciprocal exchanges 
such as variable 1 exchanges with variable 2, variable 

2 exchanges with variable 3 and variable 3 exchanges 
with variable 1 . 

[0050] Fig. 58 illustrates the player 114 selecting the 
unit exchange selector 1 1 6 for variable 1 . The game de- 
ducts five termination units from the accumulation indi- 
cator 108 of variable 1 and subtracts twenty-five survival 



units from the accumulation indicator 108 of variable 2, 
per the exchange rate displayed on the unit exchange 
selector 1 1 6 for variable 1 . as illustrated by Figs. 5A and 
5B. Since variable 1 is a decreasing variable (e.g., twen- 
5 ty to zero units), subtracting termination units debits the 
player. Since variable 2 is an increasing variable (e.g., 
zero to 1 00 units), subtracting survival units benefits the 
player. 

[0051] Fig. 5C illustrates the player 114 selecting the 
10 unit exchange selector 116 for variable 2. The game 
adds twenty-five termination units to the accumulation 
indicator 108 of variable 2 and adds five survival units 
to the accumulation indicator 108 of variable 1, per the 
exchange rate displayed on the unit exchange selector 
15 116 for variable 2, as illustrated by Figs. 5A and 5C. 
Since variable 2 is an increasing variable, adding termi- 
nation units is detrimental to the player. Since variable 
1 is an decreasing variable, adding survival units bene- 
fits the player. 

20 [0052] In Figs. 5A through 5C. the game enables the 
player to exchange units from one variable to another 
regardless of the awards that the game displays in the 
paid display 1 02 or credit display 1 6. In a bonus or stand 
alone embodiment, the game includes enabling the 

25 player to select a unit exchange selector 116 a plurality 
of times as long as the player has a sufficient amount of 
units to exchange. The game further includes a cap or 
limit, such that the game does not accumulate a nega- 
tive number of units in an increasing variable embodi- 

30 ment, surpass an initial unit starting point in a decreas- 
ing variable embodiment or enable a player to end the 
game via an exchange. In a bonus or stand alone em- 
bodiment, the game further includes randomly enabling 
the player to exchange units between variables. A flow- 

35 chart illustrating a random unit for unit exchange is dis- 
cussed below, 

Databases 

40 [0053] Referring now to Fig. 6A, an award table 118 
illustrates at least a portion of an award database that 
one embodiment of the present invention employs to 
generate an award. The award table 118 includes a plu- 
rality of awards 120 having any desired predetermined 

45 distribution of values. The awards 120 include game 
credits, credit multipliers or modifiers or represent other 
items of value such as a number of picks from a prize 
pool. The present invention includes enabling or not en- 
abling the game to randomly generate the same award 

50 1 20 a plurality of times. 

[0054] The present invention includes adapting the 
game to randomly generate awards 120 from the award 
table 1 1 8 using one of two methods. In a first award gen- 
eration embodiment, the game randomly assigns an 

55 award to each of the selectors 100 "A" through "H" of 
Figs. 3, 4A through 4C and 5A through 5C. For example, 
the game randomly assigns the 4 award to the "A" se- 
lector, the 20 award to the "B" selector, etc., before the 
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player begins picking selectors. The game then gener- 
ates an award depending upon which selector 100 the 
player picks. In this embodiment, the game is enabled 
to reveal the awards 1 20 of unpicked selectors when the 
game terminates. The first embodiment includes ena- 5 
bling or not enabling the player to pick the same selector 
100 a plurality of times. 

[0055] in a second award generation embodiment, 
the game randomly assigns an award to a pick of an 
order. That is, the player makes a first pick, a second 10 
pick, a third pick, etc. The game randomly assigns, e.g., 
the 4 award to the first pick, the 20 award to the second 
pick, etc. The present invention indudes the game ran- 
domly assigning awards to a plurality or all of the picks 
before the player begins picking selectors or alternative- is 
ly assigning each award directly after the player picks a 
selector. In this embodiment, the selector that the player 
picks is irrelevant to the player's award, Picking the 
same selector twice likely generates different awards. 
The second embodiment also includes enabling or not 20 
enabling the player to repeatedly pick the same selector 
100. 

[0056] Referring now to Fig. 6B, an award table 122 
illustrates at least a portion of an alternative award da- 
tabase that the present invention employs to generate 25 
an award. The award table 122 includes a plurality of 
awards 120 having any desired predetermined distribu- 
tion of values. The awards 120 each include an associ- 
ated percentage 124 that the game will select the par- 
ticular award. The game contemplates percentages 1 24 30 
having any desired distribution, wherein the percentag- 
es preferably add to 100%. In the award table 122, the 
game is twice as likely to select one of the 1 5, 20, 25 or 
30 awards as it is to select any other award, 
[0057] Referring now to Figs. 7A and 7B, termination 35 
and survival unit tables 126 and 128 illustrate at least a 
portion of termination and survival unit databases that 
one embodiment of the present invention may employ 
to generate termination and survival units. The game 
employs a different database for each variable when, as *o 
in Figs. 3,4A through 4C and 5A through 5C, different 
variables have different termination limits, i.e., 20 for 
variable 1 and 100 for variable 2. In such a case, the 
variable having a larger termination limit tends to gen- 
erate larger amounts of units, so that each variable has 45 
a roughly equal opportunity to terminate the game. 
When different variables have the same or substantially 
similar termination limits, the present invention contem- 
plates employing the same table for the different varia- 
bles. The present invention includes enabling or not en- 50 
abling the game to generate the same number of termi- 
nation and/or counteracting units a plurality of times. 
[0058] The unit table 1 26 of Fig. 7A includes a plurality 
of termination unit amounts 130 and survival units 
amounts 1 32. The game preferably randomly generates 55 
numbers from each column of the unit table 126 inde- 
pendently. That is, on a given play with respect to vari- 
able one, the game generates, e.g., five termination 



units 130 and no survival units 132 for a net of five ter- 
mination units. On another play with respect to variable 
one, the game generates, eg., one termination unit 130 
and five survival units for a net of four survival units. 
[0059] The unit table 128 of Fig. 7B also includes a 
plurality of termination unit amounts 1 30 and survival 
unit amounts 132. The game employs unit table 128 in 
the same manner as the unit table 1 26. As stated above, 
since the termination limit for variable 2 (of Figs. 3, 4A 
through 4C and 5A through 5C) is five times greater than 
the termination limit of variable 1 , the unit amounts gen- 
erally follow in such a manner. The implementor, how- 
ever, creates each table in accordance with the game 
math and employs any desired distribution. On a play 
with respect to variable 2, the game generates, e.g., thir- 
ty termination units 130 and ten survival units for a net 
of twenty termination units. 

[0060] As with randomly generating awards, the 
present invention includes adapting the game to ran- 
domly generate units 130 and 132 from the unit tables 
126 and 128 using one of two methods. In a first unit 
generation embodiment, the game randomly assigns 
units, for each variable, to each of the selectors 100 "A" 
through "H" of Figs. 3,4A through 4C and 5A through 
5C. For example, the game randomly assigns eight ter- 
mination units and two survival units from the unit table 
1 26 to variable 1 and thirty termination units and twenty- 
five survival units from the unit table 128 to variable 2 
for the M A M selector. The game randomly assigns, e.g., 
two termination units and zero survival units from the 
unit table 1 26 to variable 1 and fifty termination units and 
five survival units from the unit table 128 to variable 2 
for the "B" selector. The game then generates units de- 
pending upon which selector 1 00 the player picks. In this 
embodiment, the game is enabled to reveal the termi- 
nation units 130 and survival units 132 of unpicked se- 
lectors when the game terminates. 
[0061] In a second unit generation embodiment, the 
game randomly assigns units to a pick of an order, e.g., 
a first pick, a second pick, a third pick, etc. The game 
randomly assigns, e.g., two termination units and zero 
survival units from the unit table 126 to variable 1 and 
fifty termination units and five survival units of the unit 
table 128 to variable 2 for the first pick. The game ran- 
domly assigns, e.g., eight termination units and two sur- 
vival units from the unit table 126 to variable 1 and thirty 
termination units and twenty-five survival units from the 
unit table 128 to variable 2 for the second pick. The 
present invention includes the game randomly assign- 
ing units to a plurality or all of the picks before the player 
begins picking selectors or alternatively assigning the 
units directly after the player picks a selector. In this em- 
bodiment, the selector that the player picks is irrelevant 
to the units the game generates. Picking the same se- 
lector twice likely generates different units. 
[0062] Referring now to Figs. 7C and 7D, termination 
and survival unit tables 1 34 and 136 illustrate at least a 
portion of alternative termination and survival unit data- 
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bases that the present invention may employ to gener- 
ate termination and survival units. The unit tables 134 
and 136 include a plurality of termination units 130 and 
survival units 132 having any desired predetermined 
amount distribution. The units 1 30 and 1 32 each include 5 
an associated likelihood percentage 124 that the game 
selects the particular unit. 

[0063] The game contemplates likelihood percentag- 
es 124 having any desired distribution, wherein the per- 
centages preferably add to 100%. In the unit table 134 
for variable 1 , the game, e.g., is twice as likely to select 
five termination units than ten termination units. The 
game is also twice as likely to select one survival unit 
than three survival units. In the unit table 1 36 for variable 
2, the game, e.g., is twice as likely to select twenty ter- 
mination units than fifty termination units. The game is 
also twice as likely to select five survival units than eight 
survival units. 

[0064] Referring now to Fig. 7E f a termination and 
survival unit table 138 that illustrates at least a portion 
of a further alternative termination and survival unit da- 
tabase that the present invention employs to generate 
termination and survival units. The unit table 138 in- 
cludes, for both variable 1 and 2, a plurality of termina- 
tion units 130, a plurality of survival units 132, wherein 
each include an associated likelihood percentage 124 
that the game will select the particular unit. The table 
138 includes a separate database for pick #1, pick #2, 
pick #3 and pick #4. The table includes as many picks 
as desired by the implementor or that are possible in a 
game of the present invention. 

[0065] The present invention employs table 138 in an 
embodiment, wherein the game assigns units to a par- 
ticular pick of an order as opposed to a particular selec- 
tor 100. The present Invention includes making ad- 
vancement more difficult as the player advances. One 
way to cause this effect is to shifl the percentages in 
favor of generating more termination units 130 in later 
picks, while maintaining the same likelihood of generat- 
ing survival units 132 for each of the picks. For example, 
for variable 1 there exists a 2% chance of generating 
ten termination units in pick 1, a 10% chance in pick 2, 
a 15% chance in pick three and a 30% chance in pick 
4. Meanwhile, each pick maintains a 16% chance of 
generating five survival units. 

[0066] Viewing the award tables 118 and 122 and the 
termination and survival unit tables 126, 128, 134 136 
and 138 together, it becomes apparent that in one em- 
bodiment when the player picks a selector, the game 
reveals an award 120, a number of termination units 
13D and a number of survival units 132. This is so re- 
gardless of whether the game assigns values to selec- 
tors 100 or to picks. As disclosed in connection with ta- 
bles 126, 128, 134, 136 and 138, certain survival unit 
entries can be zero, so that when the player picks a se- 
lector 100, the game generates a positive award 120 a 
positive number of termination units 1 30 and no or zero 
survival units 132. In other embodiments, the award ta- 



bles 118 and 122 may include one or more zero award 
entries. Further, the unit tables 126, 128, 134, 136 and 
138 may include one or more zero termination unit en- 
tries. The player can thereby recsive zero awards 118 
and/or zero termination units 1 30 regardless of whether 
the game assigns values to selectors 100 or picks. 
[0067] The effects of the zero value entries are the 
following. On any given pick of a selector 100, the player 
may: (i) receive an award 118, a number of termination 
units 1 30 and a number of survival units 1 32; (ii) receive 
an award 118 and no termination or survival units; (iii) 
receive an award 118, a number of termination units 130 
and no survival units 132; (iv) receive an award 118, a 
number of survival units 132 and no termination units 
1 30; (v) receive no award, a number of termination units 
130 and a number of survival units 132; (vi) receive no 
award, a number of termination units 1 30 and no surviv- 
al units 1 32; and (vii) receive no award, a number of sur- 
vival units 1 32 and no termination units 1 30. On any giv- 
en pick of a selector 100 the game preferably provides 
some response, i.e., generates at least one of a number 
of awards, termination units or survival units. 
[0068] It should be appreciated that one skilled in the 
art can derive many methods of making the attainment 
of subsequent picks more difficult. One method specif- 
ically contemplated by the present invention is to main- 
tain constant percentages for the termination units 130 
while shifting the percentages in favor of generating less 
survival units 132 in later picks. Another method is to 
shift the percentages in favor of generating more termi- 
nation units 130 in later picks and to shift the percent- 
ages in favor of generating less survival units 1 32 in later 
picks. A further method is to increase the average se- 
lectable amount of the termination units 1 30 and/or de- 
crease the average selectable amount of the survival 
units 132 in later picks. 

[0069] Other methods that change the difficulty level 
are also contemplated by the present invention. For ex- 
ample, in one embodiment, the game employs one of 
the disclosed methods that make obtaining subsequent 
picks more difficult for a number of picks and thereafter 
makes obtaining subsequent picks less difficult. Each of 
the methods for making obtaining subsequent picks 
more difficult can be inverted to make obtaining subse- 
quent picks less difficult. For example, the game in one 
implementation generates less termination units 130 in 
subsequent picks. In another implementation, the game 
increases the survival units 132. In still another, the 
game decreases the termination units 130 and increas- 
es the survival units 132. 

[0070] Through these methods, the game In an em- 
bodiment initially makes obtaining subsequent picks 
more difficult and then switches so that subsequent 
picks are easier to obtain. The game in one implemen- 
tation does this linearly. In another implementation, the 
game employs a bell curve. 

[0071] In another embodiment, the game makes ob- 
taining subsequent picks easier or more generous and 
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then switches so that subsequent picks are harder to 
obtain. The game may again be adapted to carry out 
this embodiment linearly or non-linearly. The game in 
another embodiment switches back and forth between 
making the attainment of subsequent picks more diffi- 
cult/more generous picks a plurality of times. 

Method for Randomly Generating Credit or Unit 
Exchange Option 

[0072] As stated above with respect to Figs. 4A 
through 4C and Figs. 5A through 5C, the present inven- 
tion includes randomly enabling a player to exchange 
awards for survival units for one or more variables and/ 
or exchange termination units between variables. Re- 
ferring now to Fig. 8, one method 140 for randomly en- 
abling a player to exchange awards for survival units be- 
gins upon a sequence triggering, as indicated by the 
oval 142. One sequence triggering event includes any 
player input that triggers an award generation. A se- 
quence triggering event otherwise includes any desired 
by the implementor, such as the generation of a partic- 
ular award or the generation of a particular number of 
awards such as after every three generations. 
[0073] Upon a sequence triggering event, the game 
determines whether the player's awards are greater 
than or equal to a variable 1 debit amount, as indicated 
by the diamond 144. The game includes determining 
whether a single generated award (paid display 102) is 
greater than or equal to a variable 1 debit or whether an 
accumulated award (credit display 16) meets or ex- 
ceeds the debit amount. If so, the game generates a var- 
iable 1 award exchange option a predetermined per- 
centage of the time, e.g., 30%, as indicated by the block 
146. 

[0074] The game performs the analysis of the method 
140 for each variable of the game. The game deter- 
mines whether the player's awards are greater than or 
equal to a variable 2 debit amount, as indicated by the 
diamond 148. The game again includes determining 
whether a single generated award is greater than or 
equal to a variable 2 debit or whether an accumulated 
award meets or exceeds the debit amount. If so, the 
game generates a variable 2 award exchange option a 
predetermined percentage of the time such as 35%, as 
indicated by the block 150. If the game Includes only 
two variables, the sequence ends, as Indicated by the 
oval 152. It should be appreciated that the present in- 
vention includes any number of different variables hav- 
ing different sequence triggering events. For the ease 
of illustration, variables 1 and 2 are not illustrated as 
having different sequence triggering events, as indicat- 
ed by the oval 142. 

[0075] Referring now to Fig. 9, one method 160 for 
randomly enabling a player to exchange termination 
units betwesn variables begins upon a sequence trig- 
gering event, as indicated by the oval 162. The se- 
quence triggering event again includes any event de- 



sired by the implementor, such as the generation of any 
award, a particular award or the generation of a partic- 
ular number of awards such as after every three gener- 
ations. 

5 [0076] Upon a sequence triggering event, the game 
determines whether the player has acquired an appro- 
priate amount of units to exchange, as indicated by the 
diamond 1 64. An exchange rate on the exchange selec- 
tor 116 (Figs. 5A through 5C) discloses how many ter- 
10 mination units the player incurs on one variable to obtain 
a number of survival units on another variable. If the 
player does not have enough units to exchange or if ex- 
changing units will terminate the game, the game pref- 
erably does not present the unit exchange option to the 
15 player and ends the sequence, as indicated by the oval 
168. 

[0077] If the player has an appropriate amount of units 
to exchange, the game generates a unit exchange op- 
tion between two variables such as between variable 1 
and variable 2 a predetermined percentage of the time 
such as 30%, as indicated by the block 166. The se- 
quence ends for the variables 1 and 2, as indicated by 
the oval 168. The game includes a performing method 
160 for each available unit exchange between variables 
at any desired time. The game also includes enabling 
the option for any period of time while the player has the 
appropriate amount of units to exchange. The game per- 
forms the analysis of the method 160 for each unit ex- 
change between two variables provided by the game. 

Example of One Embodiment 

[0078] Referring now to Figs. 1 0A through 1 0E, an ex- 
ample of one embodiment of the present invention is il- 
lustrated on one of the display devices 30 or 32. Fig, 
10A illustrates that the player 114 selectively presses 
the "H" selector 100. The game generates a ten award 
and displayed in the paid display 102. The player has 
previously obtained five other awards, which the game 
displays in addition to the recent ten awards in the credit 
display 16. The game alternatively includes predeter- 
mining that the player starts the game at a certain point 
by generating the "H" selector 100. For example, in a 
bonus game embodiment, wherein the base game is a 
slot machine, a particular symbol or symbol combination 
on the reels 34 automatically generates the tt H" selector 
100 for the player as the first bonus round pick. 
[0079] For variable 1, the game randomly generates 
eight termination units as displayed in the termination 
unit indicator 104 and two survival units as displayed in 
the survival unit indicator 106 for a total of six termina- 
tion units. Because variable 1 is a decreasing variable, 
the game subtracts the six units from the starting point, 
twenty, and displays the accumulated effect of fourteen 
remaining units in the accumulation indicator 108. It 
should be appreciated that each selection could have: 
(a) termination units for one variable; (b) termination 
units for multiple variables; (c) termination units for all 
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variables; (d) survival units for one variable; (e) survival 
units for multiple variables; (f) survival units for all the 
variables; (g) any combination of termination units and 
survival units: or (h) no termination units or survival 
units. 

[0080] For variable 2, the game randomly generates 
twenty termination units as displayed in the termination 
unit indicator 104 and five survival units as displayed in 
the survival unit indicator 106 for a total of fifteen termi- 
nation units. Because variable 2 is an increasing varia- 
ble, the game adds the fifteen units from the starting 
point, zero, and displays the accumulated effect of fif- 
teen units in the accumulation indicator 108. 
[0081] Fig. 10B illustrates that the player 114 selects 
the "C" selector 100. The game generates a fifty award 
and adds It to the player's total. For variable 1 , the game 
nets ten termination units, such that the player has only 
four left. For variable 2, the game nets twenty termina- 
tion units, whereby variable 2 has only generated 35 of 
the 100 necessary for termination. 
[0082] In Fig. 10C, the game has provided a unit ex- 
change option between variables 1 and 2. Since varia- 
ble 1 is close to termination the game, the player 114 
opts to shift termination units to variable 2 by selecting 
the unit exchange selector 116 for variable 2. The ex- 
change adds twenty-five termination units to variable 2 
and adds five survival units to the players variable 1 ac- 
cumulation (adding benefits to the player for a decreas- 
ing variable), such that the player now has room to ac- 
crue nine variable 1 termination units. It should be ap- 
preciated that the variable exchange has no effect on 
the player's awards. 

[0083] In Fig. 10D, the game has provided an award 
exchange option, whereby the player gives up twenty 
awards for five survival units. The player does not feel 
comfortable with the status of variable 1 and opts to give 
up twenty awards by selecting the award exchange se- 
lector 1 1 2 for variable 1 . The exchange subtracts twenty 
awards from the credit display 16 and alternatively 
shows a negative twenty awards in the paid display 1 02. 
If the game alternatively accrues bonus awards in the 
paid display, the game then requires the player to have 
at least the debit amount in the paid display 102 to ex- 
ecute an award exchange. The game adds another five 
survival units to variable 1 , giving the player room to ac- 
crue fourteen variable 1 termination units. 
[0084] Fig. 10E illustrates that the player 114 selects 
the "G" selector 100. The game generates a 150 award 
and adds it to the player's total. For variable 1 , the game 
accumulates two survival units, which is possible in a 
given database structure, such that the player is in a 
safer position after the selection and now has a sixteen 
termination unit buffer. For variable 2, however, the 
game accumulates forty-five more termination units, 
which puts the total in the accumulation indicator 108 
for variable 2 over the termination limit of 1 00 and there- 
by terminates the game. As illustrated, the game in this 
example provides the 150 award even though a termi- 



nation limit has been reached. The game alternatively 
does not provide an award upon the generation of a ter- 
mination limit. 

5 Games Having Related Selectors 

[0085] As previously described, the present invention 
includes enabling the player to select any selector 100 
in any order, and includes enabling or not enabling the 

'0 player to select the same selector 1 00 more than once. 
The present invention also contemplates: (I) grouping 
selectors, such that the game enables the player to pick 
one or more, but not all selectors of a group; (ii) ordering 
the selectors, such that the game requires the player to 

15 pick the selectors in a predetermined order; and (iii) 
grouping and ordering the selectors, such that the game 
requires the player to pick one, a plurality of or all the 
selectors of a group in a predetermined order. In any of 
these embodiments, the present invention further con- 

20 templates including one or more jackpots or large prizes 
associated with particular selectors 100 or as a result of 
a predetermined event, such as successfully picking all 
the selectors. 

[0086] Referring now to Fig. 11, one related selector 

25 embodiment of the present invention includes a display 
on a display device 30 or 32 having a plurality of selec- 
tors 100, the paid display 102 and accumulation indica- 
tors 108 for a plurality of termination variables and a plu- 
rality of selector groups 170, 172 and 174. The selector 

30 groups preferably include a visual, audio or audiovisual 
message directing the player to pick one or more of the 
selectors of the group. Fig. 11 alternatively includes a 
single visual, audio or audiovisual message directing 
the player to pick one or more of the selectors from the 

35 different groups. 

[0087] The selector group 170 enables the player to 
pick any one of the selectors "A" through "C." That is. 
after the player selects for example "B," the player can- 
not thereafter select "A" or "C." The selector group 172 

40 enables the player to pick any two of the selectors "D" 
through "F." The selector group 174 enables the player 
to pick any and all of the selectors "G" through "I." In 
Fig. 11 , the game enables the player to select up to six 
(1+2+3) selectors. The present invention includes pre- 

45 determining a starting point for the game such as pre- 
determining a particular group or predetermining a par- 
ticular selector 100. 

[0088] Fig. 1 1 also includes a jackpot award 1 76, dis- 
played here as 500 credits. The jackpot award includes 

50 any of the award types described above and any 
amount, preferably a relatively large amount, desired by 
the implementor. The present invention contemplates 
providing the jackpot award 176 after the player suc- 
cessfully picks all six of the enabled selectors from the 

55 groups 170, 172 and 174, in which case the game pref- 
erably automatically provides the jackpot award 1 76 af- 
ter the picks, without further player input. The jackpot 
176 provides an incentive for the player to keep the 
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game going by exchanging termination units between 
variables, as illustrated in Fig. 10C, and by exchanging 
awards for survival units, as illustrated in Fig. 10D. 
[0089] The present invention also contemplates ena- 
bling the jackpot award at some intermediate point in 5 
the picking process such as after completing a certain 
number of picks or after completing one or more of the 
selector groups 170, 172 and 174, in which case the 
game preferably requires a player input or pick of the 
jackpot award 176 to receive the jackpot award. The w 
game preferably terminates upon the player's jackpot 
pick. The object, in this jackpot embodiment, is to obtain 
as many awards from the selectors as possible, while 
ensuring an opportunity to pick and receive the jackpot 
award 176. *5 
[0090] In one embodiment, the pick of a single selec- 
tor 1 00 itself provides the jackpot award 1 76 or, alterna- 
tively, instantaneously completes any requirements for 
the jackpot award 176. This selector 100. which either 
singly or through completion of a condition provides the 20 
jackpot 1 76 to the player, may be undesirable to a player 
with an ample number of termination units 130 yet to 
acquire before termination. On the other hand, the jack- 
pot activating selector 100 is likely welcomed by the 
player who is on the brink of termination. 25 
[0091] Referring now to Fig. 12A, another related se- 
lector embodiment of the present invention includes a 
display on a display device 30 or 32 having the paid dis- 
play 102, accumulation indicators 108 for a plurality of 
termination variables, a plurality of jackpots 1 76 and 1 78 30 
and a plurality of selectors 100 having a predetermined 
picking order or path 180. The path 180 preferably in- 
cludes a visual, audio or audiovisual message directing 
the player to: (i) a starting pick; and (ii) to each succes- 
sive pick. In certain instances, described below, the 35 
game alternatively enables the player to pick a starting 
point along the predetermined pick order or path 180. 
[0092] The player picks in order "A," "B," "C," etc., 
such that whether the game randomly assigns awards 
to the selectors 1 00 or to picks of an order, as described 40 
above in connection with Fig. 6A, makes no difference 
in the game outcome. At the end of the path 180, the 
game includes providing one or more jackpot awards 
176 and 178. If the game provides only one jackpot 
award 176, at the end of the path, the game preferably 45 
automatically provides the jackpot award after the picks 
along the path, without further player input. If the game 
provides a plurality of jackpot awards 176 and 178, or 
enables a single jackpot to be selected at any time, the 
game preferably requires the player to pick a jackpot 50 
award. The player preferably receives only the selected 
jackpot award, and the game preferably reveals any un- 
selected jackpot awards. 

[0093] When the Jackpots 1 76 and 1 78 are at the end 
of the path 1 80, they provide an incentive for the player 55 
to keep the game going by exchanging termination units 
between variables, as illustrated in Fig. 10C, and by ex- 
changing awards for survival units, as illustrated in Fig. 



10D. The game alternatively enables the jackpot award 
at some intermediate point in the picking process such 
as at any time or after completing a predetermined 
number of picks along the path 180. In this alternative, 
the present invention contemplates enabling the player 
to pick a starting point along the path 180. The game 
preferably terminates upon the player's jackpot pick. 
The object again is to obtain as many awards along the 
path 180 as possible, while ensuring an opportunity to 
pick and receive a jackpot award 176 or 178. 
[0094] Fig. 12B illustrates a variation on the embodi- 
ment of 12A and includes the paid display 102, the ac- 
cumulation indicators 108, a single jackpot award 176, 
a plurality of selectors 100 having a predetermined pick- 
ing order or path 180 and a plurality of player selectable 
paths 1 82 between the final selector TT and the jackpot 
award 176. In this embodiment, if the player survives 
the pick of the TT selector, the player must pick either 
path T or path "J" to obtain the jackpot award 176. 
[0095] As discussed above with respect to Fig. 10E, 
upon a player pick and a random generation of a number 
of units leading to a total meeting or surpassing the ter- 
mination limit of termination units, the present invention 
includes not providing an award for the pick. The em- 
bodiment of Fig. 12B therefore includes a game, where- 
in the player is forced to decide between two selectable 
paths 182, one of which may lead to a jackpot award 
and one of which may not. In this embodiment, if the 
player successfully picks a path 182, the game prefer- 
ably automatically awards the jackpot award 176, with- 
out any further player Input. 

[0096] Fig. 12C illustrates a variation on the embodi- 
ment of 12B and includes the paid display 102, the ac- 
cumulation indicators 108, a single jackpot award 176, 
a plurality of indicators 184, "A" through "H," defining a 
predetermined picking order or path 180 (indicated by 
the dashed line) and a plurality of player selectable 
paths 182 between the selectors and between the final 
selector "H" and the jackpot award 176. In this embod- 
iment, the player advances towards an indicator 184 by 
picking one of a plurality of selectable paths 182. The 
embodiment includes providing any number of selecta- 
ble paths 182 between any two indicators 184. For in- 
stance, the game provides two paths between the indi- 
cators "A" and "B," whereby the player picks either the 
T path or the "J" path. The game provides only one 
path, the "M" path between the indicators "C" and "D." 
The game provides three paths between the indicators 
"D" and "E," whereby the player picks either the "N" path, 
the "O" path or the n P" path. 

[0097] In the embodiment of Fig. 12C, the game pref- 
erably assigns an award to a particular indicator 184 or 
pick of a pick order as described above in connection 
with Fig. 6A. The game assigns the termination units 
and survival units, however, to the selectable paths 182, 
Different paths produce different accrued termination 
units for the termination variables. One set of paths 
picked by the player might provide an easy road to the 
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jackpot award 176, while another set may dead end 
quickly. The game alternatively assigns awards to a par- 
ticular selectable path 1 82, such that different paths 1 82 
produce different awards. In an alternative embodiment, 
the result is randomly determined and the selection of 
the paths by the player does not change the end result. 
[0098] Referring now to Fig. 13, a further related se- 
lector embodiment of the present invention includes a 
display on a display device 30 or 32 having the paid dis- 
play 102, the accumulation indicators 108, a Jackpot 
176, a plurality of selectors 100, a plurality of selector 
groups 170, 172 and 174 and a predetermined picking 
order or path 1 80 between the different groups. The em- 
bodiment of Fig. 13 is a hybrid of the embodiment of Fig. 
11 and the embodiments of Figs. 12A through 12C. 
[0099] The game enables the player to pick any one 
of the selectors "A," "B," or "C" then any one of the se- 
lectors "D," "E," or "F" then any one of "G," "H," or "I." 
As disclosed above in Fig. 11, the groups 170 through 
174 include enabling a player to pick one, a plurality or 
all of the picks of a group. The embodiment includes pro- 
viding a plurality of selectable jackpot awards at the end 
of the path 1 80 or enabling the player to select the jack- 
pot 176 at any time and terminate the game. The em- 
bodiment further includes providing selectable paths 
(not illustrated) between the selector groups 170, 172 
and 174 and from the final selector group 174 to the jack- 
pot award 176. 

[0100] In any of the embodiments discussed in con- 
nection with Figs. 10A through 10E, Fig. 11, Figs. 12A 
through 12C and Fig. 13, the game may completely or 
nearly completely reset one or more or all of the termi- 
nation variables. This is accomplished in one embodi- 
ment by placing one or more survival unit 132 entries 
into the unit tables of Figs. 7A through 7E that match or 
nearly match the termination limit. If the player gener- 
ates more survival units 132 than there are termination 
units 1 30 to offset, the game can maintain a zero or neg- 
ative balance. In another embodiment, a reset entry is 
placed in the unit tables, which sets the termination units 
130 to their initial setting. 

Detours 

[0101] In the unrelated selector embodiment illustrat- 
ed by Figs. 10A through 10E and in any of the related 
selector embodiments of Figs. 1 1 , 1 2A through 1 2C and 
13, the present invention contemplates providing de- 
tours. A detour is a game event that is preferably ran- 
domly generated, wherein the game, via a visual, audio 
or audiovisual display, directs the player to make a pref- 
erably single pick of either a particular selector 100, se- 
lectable path 182 or from a particular selector group (e. 
g., groups 1 70, 1 72 or 1 74). The game makes the direc- 
tion either: (i) where no direction, path or grouping ex- 
ists; (ii) in contradiction to an established group limita- 
tion; or (iii) in contradiction to an established path. 
[0102] The game preferably presents a detour directly 



after a player's pick. For example, in Figs. 10A through 
10E, if the player picks the "B" selector, the game in- 
cludes randomly generating a visual, audio or audiovis- 
ual message directing the player to pick another selector 
5 100 or more specifically to pick, e.g., the selector "C." 
in Figs. 11 or 13, if the player picks the "F" selector of 
the group 1 72, the game includes randomly directing the 
player to pick another selector 100 of the same group 
1 72 or from a different group 1 70 or 1 74, even if the play- 
er has exhausted the picks in the group. In Figs. 1 2A or 
12B, if the player picks the selector "C," the game in- 
cludes randomly directing the player to pick another se- 
lector 1 00 or more specifically to pick such as the selec- 
tor "G." In Fig. 12C, if the player picks the path "O," the 
game includes randomly directing the player to another 
path to the same indicator 184, another path to a differ- 
ent indicator 184 or more specifically to another path 
such as path "R." 

[0103] Referring now to Fig. 14. one method 190 for 
randomly generating a detour begins upon a sequence 
triggering event, as indicated by the oval 192. One pre- 
ferred sequence triggering event includes any player in- 
put, such as a pick of a selector 100 or a selectable path 
182, A sequence triggering event otherwise includes 
any desired by the implementor, such as the generation 
of a particular award or a particular item stored in a ter- 
mination unit or survival unit database. 
[01 04] The game generates a detour a predetermined 
percentage of the time, as indicated by the block 194. If 
the game generates a detour, as indicated by the dia- 
mond 196, the game generates a detour instruction for 
the player and enables one or more selections, as indi- 
cated by the block 198. As stated above, the detour in- 
cludes enabling the player to select from one or more 
selectors 1 00 or from one or more selectable paths 1 82. 
After the player executes the detour or if the game does 
not generate a detour, the game continues, as indicated 
by the oval 200. 



[0105] As previously described, the present invention 
includes: (i) embodiments enabling the player to pick 
any selector 100 in any order; or (ii) embodiments re- 
stricting the player to pick from a particular group, in a 
particular order or pick from particular groups in a par- 
ticular order. In the unordered embodiments, the game 
provides a jackpot based on the number of picks or 
based on the accumulated values of the picks. In the 
ordered embodiments, the game provides a path or vis- 
ual grouping that visually tells the player where to pick 
and how close the player is to obtaining a jackpot award 
176. Upon completion of the path, the game generates 
the jackpot award 176. 

[0106] The present invention further includes provid- 
ing a third type of embodiment, wherein the player picks 
masked selectors, and wheretn the game generates po- 
sitions until generating the jackpot award or a termina- 
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tion limit Referring now to Fig. 1 5A, one masked selector 
embodiment of the present invention includes a display 
on a display device 30 or 32 having a start position 202. 
a plurality of indicators 184, "A" through "H, n the paid 
display 102, the accumulation indicators 108 for a plu- 5 
rality of termination variables and a plurality of masked 
selectors 204. The embodiment preferably includes a 
visual, audio or audiovisual message directing the play- 
er to pick one of the masked selectors 204. 
[0107] Referring now to Fig. 15B, when the player 114 10 
picks one masked selector 204. the game preferably 
randomly generates one of the indicators 184, here the 
indicator "C" and an associated fifty award. The game 
assigns different indicators 184 to different masked se- 
lectors 204 or to picks of an order. The game assigns 
different awards to different masked selectors 204, to 
picks of an order or to different indicators 1 84. The dis- 
play device 30 or 32 also illustrates a position move 206 
from the start position 202 to the generated "C" indicator 
1 84. In this embodiment and in any of the embodiments 
previously disclosed, the display device 30 or 32 is 
adaptable to display a position move by; (i) moving an 
object from one position to another; (ii) flashing colors 
or lights intermittently or sequentially between two po- 
sitions; or (iii) leaving a trail between two positions. 
[0108] The game also generates an accumulated 
number of termination and survival units for each termi- 
nation variable as shown in the accumulation indicators 
108. For ease of illustration. Fig. 15B only shows the 
accumulation of the termination and survival units in the 
accumulation indicators 108. As before, the game as- 
signs different termination and survival units to different 
masked selectors 204, to picks of an order or to different 
indicators 184. As long as the accumulated or lost ter- 
mination units do not meet or exceed the termination 
limit, the game enables the player to pick another 
masked selector 204. 

[0109] Referring now to Fig. 15C, when the player 114 
picks a second masked selector 204, the game random- 
ly generates another of the indicators 184, here the in- 
dicator "H," illustrates a position move 206 and gener- 
ates the ten award. The game also accumulates termi- 
nation and survival units for variables 1 and 2, as indi- 
cated by the accumulation indicators 108. The game 
preferably does not enable the player to pick the same 
masked selector 204 more than once, however, the 
game includes resetting each masked selector on each 
pick and thereby enabling the same pick twice. The cur- 
rent embodiment includes generating any indicator in 
any order. 

[0110] Referring now to Fig. 1 5D, when the player 114 
picks a third masked selector 204, the game randomly 
generates the jackpot award 176 of one hundred. The 
game also updates the accumulation indicators 1 08. For 
any embodiment of the present invention, the game in- 
cludes or alternatively does not include providing an 
award 120, including the jackpot award 176. when the 
accumulated or lost units meet or exceed the termina- 



tion limit. 

[0111] Referring now to Fig. 16, an alternative 
masked selector embodiment of the present invention 
includes a display on a display device 30 or 32 having 
the start positions 202, the indicators 184, "A" through 
"H, M the paid display 102, the accumulation indicators 
1 08 and the masked selectors 204. In this embodiment, 
when the player picks a masked selector, the game gen- 
erates a positive or negative position move 206. In this 
example, when the player picks the masked selector 
204a, the game generates a plus three position move 
206 from the start position 202 to the "C" indicator 184 
along the path 180. When the player picks the masked 
selector 204b, the game generates a plus five position 
move 206 from the "C" indicator 1 84 to the "H" indicator 
along the path 180. At the same time, the game gener- 
ates awards 1 20 and termination units 1 08 as described 
above. The game proceeds in this manner until reaching 
the jackpot award 176 or accumulating a termination 
limit of units. 

[0112] The alternative masked selector embodiment 
of Fig. 16 includes generating positive or negative posi- 
tion moves 206, wherein negative position moves 206 
include generating or not generating new awards 120 
for the player. As above, the game includes assigning 
different position moves 206 to different masked selec- 
tors 204 or to picks of an order. It should be appreciated 
that the position moves 206 generate new active posi- 
tions on a particular indicator 184 and therefore the po- 
sition moves 206 cannot be assigned to a particular in- 
dicator 184. It should further be appreciated, however, 
that generated awards 120, termination units and sur- 
vival units can all be assigned to masked selectors 204, 
picks of an order or to the indicators 184. 

Multiple Stages 

[0113] As described above, in one embodiment, the 
game ends when the player generates a termination lim- 
it of termination units. In any of the previously described 
embodiments that include a jackpot award, the game is 
also adapted to end when the player achieves a jackpot 
award 176. The present invention further includes pro- 
viding a plurality of stages, wherein the achievement of 
a predetermined condition or a jackpot award, the sur- 
vival of a predetermined number of picks or the comple- 
tion of a predetermined path advances the player to an- 
other stage of the game. 

[0114] After advancing to a different stage, the game 
provides a new challenge or a new set of chances to the 
player. In the new stage, the player has an opportunity 
to advance to a further stage, and so on. In any of the 
stages, the accumulation or loss of the termination limit 
of units for any variable ends the game. If the player 
advances through each stage, the game ends and op- 
tionally provides the player a final jackpot. 
[01 1 5] The multiple stage embodiment includes mak- 
ing the achievement of a jackpot award 1 76, or alterna- 
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tively the achievement of the final position along a path 
180, the condition to advancing to the next stage. The 
embodiment includes any number of stages. The jack- 
pot awards 176 do not necessarily have to include an 
actual credit or multiplier value, i.e., the award can con- 
sist of the opportunity for advancement. The multiple 
stage embodiment is adapted to provide the same pro- 
cedure or game in each stage or to provide a mix of any 
of the jackpot embodiments described in Figs. 11, 12A 
through 12C and 13. 

[0116] The multiple stage embodiment is adaptable 
to increase the jackpot awards 176 as the player ad- 
vances through the stages. The multiple stage embod- 
iment is also preferably adapted to make advancement 
in later stages more difficult. The multiple stage embod- 
iment further includes the final jackpot award 176, the 
award that ends the game, being larger than the pre- 
ceding jackpots. From the foregoing discussion in con- 
nection with the data tables of Figs. 6A and 6B and Figs. 
7A through 7E, one skilled in the art can create any de- 
sired distribution of awards, termination units and sur- 
vival units in the various stages to achieve any desired 
award/advancement difficulty distribution. 
[0117] In a multistage implementation of the masked 
selector embodiment of Figs. 15A through 15D, the 
player picks selectors until accumulating or losing a ter- 
mination limit of units or until randomly picking the jack- 
pot or advance. If the player picks or achieves the jack- 
pot before accumulating or losing a termination limit of 
units, the player advances to a new stage. In Fig. 15A, 
the game begins with twenty variable 1 units, wherein 
variable 1 decreases from 20 to 0. The game begins with 
zero variable 2 units, wherein variable 2 increases from 
0 to 100. As illustrated in Fig. 15D, the player advances 
to the next stage because the player randomly gener- 
ates the jackpot 176 before losing the termination limit 
of variable 1 units or accumulating the termination limit 
of variable 2 units. 

[01 18] In a multistage implementation of the masked 
selector embodiment of Fig. 16, the player picks selec- 
tors until accumulating or losing a termination limit of 
units or until completing a predetermined path. If the 
player completes the path before accumulating or losing 
a termination limit of units, the player advances to a new 
stage. As illustrated, the player advances to the next 
stage because the player completes the path to the jack- 
pot 176 before losing the termination limit of variable 1 
units or accumulating the termination limit of variable 2 
units. 

[01 1 9] In each new stage, the game may also change 
the number of selectors 100 that the display device 30 
or 32 displays and the awards that are assigned to each 
selector 100 or pick. The game may raise or lower one 
or more of the termination limits. To make advancing 
through later stages more difficult, the termination vari- 
able, in an embodiment, is lowered so that less termi- 
nation units are required to terminate the game. 
[0120] In any of the embodiments disclosed in con- 



nection with Figs. 11, 12A to 12C, 13, 15A to 15D and 
16, a simulated or mechanical wheel, reel or other suit- 
able device (not illustrated) may be employed to gener- 
ate the awards 1 20. The simulated or mechanical wheel, 
5 reel or other device takes that place of the award tables 
118 and 122 (Figs. 6A and 6B) stored in memory. The 
wheel in a preferred embodiment automatically spins 
when the player picks a selector 100. A similar wheel, 
reel or other suitable device may also be employed to 
10 generate the jackpot award 176. The spinning devices 
provide excitement and enjoyment because the player 
sees the range of possible awards. If the spinning device 
is simulated, it is in one embodiment incorporated into 
a display device 30 or 32 with the rest of the game. In 
15 another embodiment, the spinning device occupies a 
separate display area. For the multi-stage embodiment, 
advancement also can be conditioned on a number of 
awards being accumulated in the paid display 102 by 
successive spins of the simulated or mechanical wheel, 
reel or other device. 

Accept/Reject 

[0121] In each of the embodiments herein disclosed, 
namely, all embodiments described in connection with 
Figs. 3, 4A to 4C, 5A to 5B, 10Ato10E, 11, 12Ato12C, 
13, 1 5A to 1 5D and 1 6. the game provides no incentive 
for the player to stop before one of the termination var- 
iables reaches its limit. That is, it is in the player's best 
interest to continue to accumulate as many awards (per- 
haps a jackpot award) as possible before hitting a limit. 
The goal in the embodiments described up till now is to 
survive for as long as possible and accumulate as many 
awards as possible. 

[0122] In a further alternative embodiment of the 
present invention, each of the embodiments herein dis- 
closed, namely, each of the embodiments described in 
connection with Figs. 3, 4A to 4C, 5A to 5C, 6A to 6B, 
7A to7E, 8, 9, 10Ato 10E, 11, 12Ato 12C, 13, 14, 15A 
to 1 5D and 1 6 may also be adapted to include an accept 
or reject feature. This feature enables the player at any 
time to either accept an award that has currently been 
achieved or reject the award to try for a higher award. 
Embodiments having the accept or reject feature require 
an accept input (not illustrated), which is preferably pro- 
vided as an area of the touch screen 50 connected to 
the display device 30 or 32. The accept input sends a 
signal to the processor 38 to provide the player the ac- 
cumulated award, i.e., the award shown in the paid dis- 
play 102. Receiving the accept input ends the game. 
The player's selection of one of the selectors 1 00 or oth- 
er path selections illustrated above may also be adapted 
to provide a reject input. The reject input sends a signal 
to the processor to reject the accumulated award offer 
and carry on with the game. 

[01 23] Embodiments having the accept/reject feature 
provide that if the player's rejection of an offer results in 
the generation of the termination limit, the player loses 
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any previously accumulated award and may or may not 
receive a lesser award. In a stand alone game, the game 
may be adapted to reduce the accumulated award to 
zero. In a bonus game, the game preferably at least pro- 
vides a consolation award to the player. Otherwise, the 
game can merely penalize the player by going back to 
the previous position or stage, etc. It should be appre- 
ciated that in a game employing both the accept/reject 
feature and a jackpot award, the accept/reject feature 
can present a dilemma for the player. If the player has 
amassed a significant award in the paid display but has 
yet to hit the jackpot and is running low on termination 
units, the players smartest move may be to accept the 
offer and forego the opportunity to win the jackpot 
award. 

[0124] While the present invention is described in 
connection with what is presently considered to be the 
most practical and preferred embodiments, it should be 
appreciated that the invention is not limited to the dis- 
closed embodiments, and is intended to cover various 
modifications and equivalent arrangements included 
within the spirit and scope of the claims. Modifications 
and variations in the present invention may be made 
without departing from the novel aspects of the invention 
as defined in the claims, and this application is limited 
only by the scope of the claims. 



Claims 

1. A gaming device comprising: 

a termination variable divisible into a plurality 
of termination units; 

a limit of termination units for the termination 
variable; 

a display device for displaying said termination 
variable and termination units; and 
a processor which communicates with the dis- 
play device, which randomly generates an 
award and a variable number of termination 
units for said termination variable upon a pick 
made by a player, which provides said award 
to the player, which accumulates said termina- 
tion units, and which enables the player to 
make picks until the termination units generat- 
ed by the picks reach the limit. 

2. The gaming device of Claim 1, which includes at 
least one probability employed by the processor to 
generate the number of termination units upon each 
pick by the player. 

3. The gaming device of Claim 1 , wherein the limit for 
the termination variable is a positive number of ter- 
mination units. 

4. The gaming device of Claim 1 , wherein the termi- 



nation units accumulate on the display device from 
zero to a positive number. 

5. The gaming device of Claim 1 , wherein the limit for 
5 the termination variable is zero termination units. 

6. The gaming device of Claim 1, wherein the termi- 
nation units accumulate on the display device from 
a positive number to zero. 

10 

7. The gaming device of Claim 1, which includes a 
second termination variable divisible into at least 
one second termination unit, said second termina- 
tion variable having a second limit of said second 

15 termination units, wherein the processor generates 
a number of termination units for each termination 
variable upon picks by the player and accumulates 
said termination units until the termination units for 
one of the termination variables reaches the limit for 

20 said termination variable. 

8. The gaming device of Claim 7, wherein the proces- 
sor is adapted to randomly generate a zero value 
award upon a pick by the player. 

25 

9. The gaming device of Claim 7, wherein the proces- 
sor is adapted to randomly generate zero termina- 
tion units for either of the termination variables upon 
a pick by the player. 

30 

10. The gaming device of Claim 7, wherein the proces- 
sor is adapted to randomly generate zero termina- 
tion units for each termination variable upon a pick 
by the player. 

35 

1 1 . The gaming device of Claim 1 . wherein the proces- 
sor is adapted to randomly generate a zero value 
award upon a pick by the player. 

40 12. The gaming device of Claim 1 , wherein the proces- 
sor is adapted to randomly generate zero termina- 
tion units upon a pick by the player. 

13. The gaming device of Claim 1, which indudes a 
45 spinning device controlled by the processor for dis- 
playing the award upon a pick by the player. 

14. The gaming device of Claim 1 , which includes a plu- 
rality of player selectable selectors in communica- 

50 tion with the processor and displayed to the player, 
wherein the award and the number of termination 
units are based in part on which selector the player 
picks. 

55 15. The gaming device of Claim 14, wherein the proc- 
essor associates an award with each selector. 

16. The gaming device of Claim 14, wherein the proc- 
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essor associates a number of termination units 
which each selector. 

17. The gaming device of Claim 14, which includes a 
plurality of termination variables divisible into a plu- 5 
rality of termination units, wherein each termination 
variable has a limit of termination units, wherein the 
processor associates a number of termination units 

for each termination variable with each selector and 
accumulates said termination units upon each pick 10 
of one of the selectors until the termination units for 
one of the termination variables reaches the limit for 
said termination variable. 

18. The gaming device of Claim 17, wherein a positive *5 
number of termination units for at least one termi- 
nation variable is associated with one of the selec- 
tors. 

19. The gaming device of Claim 17, wherein a positive 20 
number of termination units for each termination 
variable is associated with one of the selectors. 

20. The gaming device of Claim 17, wherein a positive 
number of termination units for one of the termina- 25 
tion variables is associated with each of the selec- 
tors. 

21. The gaming device of Claim 17, wherein a negative 
number of termination units for at least one termi- 30 
nation variable is associated with one of the selec- 
tors. 

22. The gaming davice of Claim 1 7, wherein a negative 
number of termination units for each termination 35 
variable is associated with one of the selectors. 

23. The gaming device of Claim 1 7, wherein a negative 
number of termination units for one of the termina- 
tion variables is associated with each of the selec- *o 
tors. 

24. The gaming device of Claim 1 , which includes a pre- 
defined maximum number of picks, wherein the 
processor enables the player to make picks until the 45 
termination units generated upon the picks reach 

the limit or the player makes the maximum number 
of picks. 

25. The gaming device of Claim 1, which includes a plu- 50 
rality of stages, wherein each stage requires at least 
one pick by the player. 

26. The gaming device and Claim 25, wherein a second 
award is provided to the player for completing each 55 
stage without the accumulated termination units for 
said termination variable reaching the limit. 



27. The gaming device of Claim 25, which includes a 
jackpot award provided to the player upon complet- 
ing all of said stages without the accumulated ter- 
mination units for said termination variable reaching 
the limit. 

28. The gaming device of Claim 1 . which includes a plu- 
rality of stages which each include at least one pick 
by the player, wherein each stage includes a new 
limit of termination units for said termination varia- 
ble. 

29. The gaming device of Claim 1 , which includes a da- 
tabase accessible by the processor which provides 
the award and the number of termination units for 
each pick based on an order of picks made by the 
player. 

30. The gaming device of Claim 1, wherein the termi- 
nation variable is further divisible into a number of 
survival units which are randomly generated by the 
processor upon picks by the player, wherein the 
processor reduces accumulated termination units 
by the number of survival units. 

31. The gaming device of Claim 30, wherein the proc- 
essor generates a zero value award, a number of 
termination units and a number of survival units up- 
on a pick by the player. 

32. The gaming device of Claim 30, wherein the proc- 
essor generates a number of termination units or a 
number of survival units upon a pick by the player. 

33. The gaming device of Claim 30, which includes 
means controlled by the processor for exchanging 
an award value for a number of survival units. 

34. The gaming device of Claim 30. which includes a 
plurality of termination variables each divisible into 
a plurality of termination units and having a limit of 
termination units, wherein the processor generates 
a number of termination units for each termination 
variable upon the picks by the player and accumu- 
lates said termination units until the accumulated 
termination units for one of the termination variables 
reaches the limit for said termination variable, and 
means controlled by the processor for exchanging 
a number of accumulated termination units for one 
of the termination variables with a number of accu- 
mulated termination units for another termination 
variable. 

35. The gaming device of Claim 30, which includes a 
plurality of termination variables each divisible into 
a plurality of termination units and having a limit of 
termination units, wherein the processor generates 
a number of termination units for each termination 
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variable upon the picks by the player and accumu- 
lates said termination units until the accumulated 
termination units for one of the termination variables 
reaches the limit for said termination variable, and 
means controlled by the processor for exchanging 
a number of accumulated termination units for one 
of the termination variables with a number of accu- 
mulated termination units for another termination 
variable. 

36. A gaming device comprising: 

a plurality of termination variables that are each 
divisible into termination units: 

a limit of termination units for each termi- 
nation variable; 

a display device for displaying said termi- 
nation variables and termination units; and 
a processor which communicates with the 
display device, which randomly generates 
an award and generates a variable number 
of termination units for each termination 
variable upon a pick made by a player, 
which provide said award to the player, 
which accumulates said termination units 
for each termination variable, and which 
enables the player to make picks until the 
termination units generated upon the picks 
for one of the termination variables reach 
the limit for the termination variable. 

37. The gaming device of Claim 36, wherein each limit 
is a non-negative number. 

38. The gaming device of Claim 36, which includes a 
predefined maximum number of picks, wherein the 
processor enables the player to make picks until the 
termination units generated upon the picks reach 
the limit for one of the termination variables or the 
player makes the maximum number of picks. 

39. The gaming device of Claim 36, which includes a 
plurality of stages, wherein each stage requires at 
least one pick by the player. 

40. The gaming device of Claim 39, wherein a second 
award is provided to the player for completing each 
stage without the accumulated termination units for 
the variables reaching a limit. 

41. The gaming device of Claim 36, which includes a 
plurality of stages which each include at least one 
pick by the player, wherein each stage includes a 
new limit of termination units for at least one of the 
termination variables. 

42. A gaming device comprising: 



a termination variable divisible into a plurality 
of termination units; 

a limit of termination units for the termination 
variable; 

5 a display device for displaying said the termi- 

nation variable and termination units; and 
a processor which communicates with the dis- 
play device, which randomly generates an 
award and a variable number of termination 

*o units tor said termination variable upon a ran- 

dom generation by the processor, which pro- 
vides said award to the player, which accumu- 
lates said termination units, and which makes 
further generations until the termination units 

*5 by a generation accumulate to reach the limit. 

43. The gaming device of Claim 42, wherein the display 
device is at least one slot machine reel. 

20 44. The gaming device of Claim 42. wherein the termi- 
nation variable is divisible into a plurality of survival 
units and the processor generates a variable 
number of the survival units that counteract the ac- 
cumulated termination units. 

25 

45. The gaming device of Claim 42, wherein the proc- 
essor makes further generations until the termina- 
tion units generated by the processor accumulate 
to reach the limit or until the awards reach a prede- 

30 fined goal amount. 

46. The gaming device of Claim 42, wherein the proc- 
essor makes further generations until the termina- 
tion units generated by the processor accumulate 

35 to reach the limit or until no more generations are 
available. 

47. A gaming device comprising: 

40 a termination variable divisible into a plurality 

of termination units; 

a limit of termination units for the termination 
variable; 

a display device for displaying said the termi- 
45 nation variable and termination units; and 

a processor which communicates with the dis- 
play device, which randomly generates an 
award and a variable number of termination 
units for said termination variable upon a ran- 
50 dom generation by the processor, which pro- 

vides said award to the player, which accumu- 
lates said termination units, and which makes 
further generations until the generated termina- 
tion units accumulate to reach the limit, until the 
55 awards reach a predefined goal amount or until 

no more generations are available. 

48. A gaming device comprising: 
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a plurality of termination variables that are each 

divisible into termination units; 

a limit of termination units for each termination 

variable; 

a display device for displaying said the termi- 
nation variables and termination units; and 
a processor which communicates with the dis- 
play device, which randomly generates an 
award and a variable number of termination 



able number of termination units for said termi- 
nation variable upon a pick made by a player, 
which accumulates said termination units, 
which enables the player to make picks until the 
termination units generated upon the picks 
reach a limit in a stage, wherein each stage in- 
cludes at least one pick and provides an award 
to the player when all the picks are completed. 



51. The gaming device of Claim 50, which includes an 
award for completing all of the stages. 

52. The gaming device of Claim 50, which includes an 
5 award provided by the processor for each pick 

made by the player. 

53. A gaming device comprising: 
a plurality of stages; 

a termination variable divisible into a plurality 
of termination units; 

a limit of termination units for the termination 
variable in each stage; 

a display device for displaying said termination 
variable and termination units in each stage; 
and 

a processor which communicates with the dis- 
play device, which randomly generates a vari- 
able number of termination units for said termi- 
nation variable upon a generation made by the 
processor, which accumulates said termination 
units and makes generations until the termina- 
tion units generated reach a limit in a stage, 
wherein each stage includes at least one gen- 
eration and provides an award to the player 
when all the generations are completed. 

54. A gaming device comprising: 

a number of selectors displayed to a player; 
awards adapted to be provided upon picks of 
the selectors by the player; 
a termination variable that is divisible into a plu- 
rality of termination units, at least one termina- 
tion unit adapted to be provided upon a pick of 
one of the selectors: 

a processor; and 

a limit of termination units for the termina- 
tion variable, wherein awards and termina- 
tion units are generated by the processor 
upon picks of selectors by the player until 
the limit of termination units for the termi- 
nation variable is reached. 

55. The gaming device of Claim 54, which includes a 
game program stored in a memory device accessi- 
ble by the processor, the program causing the proc- 
essor generate awards and termination units upon 
picks of selectors until the limit is reached or all the 
selectors are picked. 

56. The gaming device of Claim 54, which includes an 
55 award randomly associated by the processor with 

each selector. 

57. The gaming device of Claim 54, which includes a 



units for each termination variable upon a ran- 10 
dom selection by the processor, which provides 
said award to the player, which accumulates 
said termination units for each termination var- 
iable, and which makes further selections until 
the termination units generated upon the selec- *5 
tions for one of the termination variables reach- 
es the limit for said termination variable. 

49. A gaming device comprising: 

20 

a plurality of termination variables that are each 
divisible into termination units; 
a limit of termination units for each termination 
variable; 

a display device for displaying said the termi- 25 
nation variables and termination units; and 
a processor which communicates with the dis- 
play device, which randomly generates an 
award and a variable number of termination 
units for at least one of the termination varia- 30 
bles upon a pick made by a player, which pro- 
vides said awards to the player, which accumu- 
lates said termination units for each termination 
variable, and which enables the player to make 
picks until the termination units generated upon 35 
the picks for one of the termination variables 
reach the limit for said termination variable. 

50. A gaming device comprising: 

40 

a plurality of stages; 

a termination variable divisible into a plurality 
of termination units; 

a limit of termination units for the termination 
variable in each stage; 45 
a display device for displaying said termination 
variable and termination units in each stage; 
and 

a processor which communicates with the dis- 
play device, which randomly generates a vari- 50 
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number of termination units randomly associated by 
the processor with each selector. 

58. The gaming device of Claim 57, which includes a 
plurality of termination variables, wherein a termi- 
nation variable is randomly associated by the proc- 
essor with each selector. 

59. The gaming device of Claim 54, wherein the termi- 
nation variable is divisible into survival units and 
picking one of the selectors yields a number of sur- 
vival units that counteract termination units gener- 
ated for termination variable. 

60. The gaming device of Claim 54, which includes a 
jackpot award adapted to be provided after an event 
occurs, the event chosen from the group consisting 
of: picking a selector that yields the jackpots by pick- 
ing a number of selectors that yield the jackpots, 
picking a predefined number of selectors in a pre- 
determined order, picking a number of selectors 
that complete a path, picking a number of selectors 
that to complete a stage, and picking a number of 
selectors that complete a plurality of stages. 

61. The gaming device of Claim 54, which includes a 
jackpot award randomly associated by the proces- 
sor with one of the selectors. 

62. The gaming device of Claim 54, which includes a 
jackpot award provided upon completion of a path, 
wherein the pick of at least one of said selector gen- 
erates a number of movements along the path. 

63. The gaming device of Claim 54, which includes a 
number of paths that terminate at a single point, 
wherein the pick of a selector determines which 
path is used to reach the point. 

64. The gaming device of Claim 63, wherein each path 
is associated with at least one of: an award and a 
number of termination units. 

65. The gaming device of Claim 54, which Includes a 
plurality of game stages having the termination var- 
iable and the limit, wherein each stage provides the 
player with new picks with which to pick selectors. 

66. The gaming device of Claim 65. wherein a player 
advances to a new stage by accumulating a prede- 
fined number of awards in a current stage. 

67. The gaming device of Claim 65, which includes a 
mechanical spinning device operable with the proc- 
essor to randomly generate awards during play of 
at least one of said stages. 

68. The gaming device of Claim 65, wherein the player 



advances to a new stage by completing a path, a 
position change along the path occurring upon the 
player's pick of one of the selectors. 

5 69. The gaming device of Claim 65, which includes a 
jackpot award provided to the player upon comple- 
tion a stage. 

70. The gaming device of Claim 65, which includes a 
10 jackpot award provided to the player upon comple- 
tion of a plurality of stages. 

71. The gaming device of Claim 65, wherein a new 
stage resets accumulated units for the termination 

is variable to an initial setting. 

72. The gaming device of Claim 65, wherein a new 
stage changes the termination limit to a new value. 

20 73. The gaming device of Claim 54, which includes a 
set of selectors, wherein only a predefined percent- 
age of selectors in said set are operable to be 
picked at a given time. 

25 74. The gaming device of Claim 73, which includes a 
plurality of the sets, wherein picking from each set 
is required to achieve a jackpot award. 

75. The gaming device of Claim 74, which includes a 
30 detour provided upon a pick of a selector, the detour 

causing the player to re-pick from a different set of 
selectors. 

76. The gaming device of Claim 73, which Includes a 
35 detour provided upon a pick of a selector, the detour 

causing the player to re-pick another selector. 
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